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INSTRUCTION BOOKLET 


‘Warning: Please carefully read the consumer information and 
precautions booklet included with this product before using 
your Nintendo® Hardware System, Game Pak, or Accessory. 


This official seal is your assurance that 
Nintendo has reviewed this product and it 


Official has met our standards for excellence in 
workmanship, reliability and entertainment 
Seal of Quality value. Always look for this seal when buying 
games and accessories to ensure complete 
compatibility with your Nintendo product. 


All Nintendo products are licensed by sales for use with other authorized 
products bearing the Official Nintendo Seal of Quality.™ 


Thank you for selecting Tin Star for your Super Nintendo 
Entertainment System. Please read the following instructions thor 
oughly to ensure the proper handling and use of your new games. 
Please save this manual for future reference. Note: Tin Star can be 
played with the Super NES Super Scope, Mouse controller or standard 
controller. 


Please read this instruction booklet thoroughly to ensure maximum 
enjoyment of your Tin Star Game Pak, Keep this instruction booklet and 
warranty in a safe place for future reference. 


WARNING: If the POWER switch is switched ON and OFF repeatedly, 
the accumulated contents of your Super NES cartridge may be deleted. 
Avoid turning the POWER switch OFF unnecessarily (before saving the 
game) or data may be lost. 


This product has been rated by the Entertainment Software Rating Board. 
For information about the ESRB rating, or to comment about the 
appropriateness of the rating, please contact the ESRB at 1-800-771-3772. 


KIDS TO ADULTS 


‘KIDS TO ADULTS 
e 


AGES 6+ 


TM & @ are trademarks of Nintendo of America Inc. © 1994 Nintendo/Software Creations 
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CHARACTERS 


Fips and Hints 


ell, it really don’t make no difference—all that mattered was that 
this lawman saw things different from most of the hooligans that 
headed out west. He had a faithful steed named Aluminum that 
could run all day. His arsenal was his peacemaker. Finally, he had his code 
of good guy rules that he checked anytime he needed to know how to con- 
duct his brand of justice, He had a funny rule that he would remove hishat, 
the one with the brim full of goodness, only on Sundays. You know, Pappy 
did tell me that Tin Star was lacking a bit of steam in his boiler, if you know 
what I mean. Brains aren’t the most important thing to a gunfighter. Tin 
Star's reflexes kept him out of trouble more times than I can count. 


in Star had been cleaning up towns across the ol’ West for many a 

year. He ran more outlaws out of town than those “legends” that have 

been gettin’ all the press. He knew what to do when it came to brat 
bank robberies, jail breaks and all the other hazards 9 
six-gun threw out so much lead that you coulda 
factory. Once he had taken care of business in a town, Ne 
another trouble spot where his talents would ke ap 


varmints named the Bad Oil Gang. The 
kit and caboodle. They were led by an ornery: 
trouble all began as soon as Tin Star stepped 
broke a potted plant... 


Tin Star is the first Super NES game pak that can 
q be played using the Super NES Super Scope, 
Mouse controller or standard controller. Try 
i see which controller works best for you. 


‘ 


SUPER SCOPE 
You will be given the chance to adjust the aim 
of your Super NES Super Scope at the begin- 
ning of the game, When using either the 
Mouse controller or the standard controller, 
the Adjust Aim screen will not be displayed. 


FIRE BUTTON — Fire/Continue 
viewing text 


PAUSE —Pause/Unpause, 
Access the Adjust Aim screen. 


CURSOR BUTTON — Bring 


cursor onto the screen in 
Action/Name entry screens 


Note: The Turbo Function is not used in Tin Star. 


LEFT MOUSE BUTTON — Fire 


RIGHT MOUSE BUTTON — 
Pause/Unpause 


Pressing both buttons 
simultaneously — 
Bypass story text/Exit 
‘Undertaking screen 


y CONTROL PAD — Moves Cursor on screen 


START BUTTON — Start Game, 


fs | Pause/Unpause | 


SELECT BUTTON -— Select Options on 
title screen | 


A or B BUTTON -— Fire 


L, R, X, Y BUTTON — Accelerate cursor 


Er the Tin Star 
game pak into 
your Super Nintendo 
Entertainment 
System and turn the 
power switch to the 
ON position. The title 
screen will appear. 


TT: start the game while using the Super Scope, 
shoot anywhere on the title screen. You may 
also access the Options screen by pressing the Pause 
button, and then shooting the screen. 


WW: using the Mouse controller, simply click 
the Left Button to start game play. You can 
access the Options screen by clicking the Right 
Button to highlight Options, then clicking the Left 
Button to enter the Options screen. 


Ww: the standard controller, press START to 
begin game play. You may also press SELECT 
to highlight Options, and then press START to enter 
the Options screen. 


The game screen displays your score, 
which is tallied in dollars, in the top, left- 
hand corner. Tin Star’s Life Meter is dis- 
played in the bottom left area of the 
game screen. When you encounter a 
boss, his Life Meter is displayed in the 
lower right-hand corner. 


Tin Star loses life as he is shot by 
members of the Bad Oil Gang. When Tin 
Star is shot, the screen will flash red. 


During action scenes, canteens will peri- 
odically fly across the screen. If you 
shoot a canteen, a portion of your Life 
Meter will be replenished, Canteens will 
enter the screen at a variety of points, 
speeds, and angles. If your life is low, 


keep your eyes open for a canteen! 


If Tin Star loses all of his life, you will continue play at the begin- 
ning of that level, provided that you have a Continue available. 
You start the game with three Continues. 


You also have the chance to save your progress after completing 
each stage. Saving your progress will cost you some of your cash. 
There are three separate files where you can save your games. 


10 


SCREENS /STAGES-GENERAL 


As Tin Star, you will progress through one week of shoot ‘em up 
action. Each day is comprised of a variety of scenes. 


TRAINING — tach day begins with a 
training session. Practice your gunsling- 
ing and try to rack up as much money as 
possible. Test your aim by shooting the 
jugs on the screen, A jug will twirl up 
into the air when shot. As the jug comes 
down, shoot it again to “juggle” it and 
rack up loads of cash. A jug will break if 
it hits the bottom of the screen. The color 
of the jug also changes and will break 
when it becomes red. 


ACTION — mnis is your chance to show 
off your shooting skills. You must fight 
your way through such scenes as cattle 
stampedes, train and bank robberies, bar- 
room brawls and jail breaks, just to name 
a few. Get rid of the members of the Bad 
Oil gang as they appear on the screen. 
Don't let them stay on the screen too 
long, or they'll be using YOU for target 
practice. Try shooting everything on the 
sereen—you never know what you can hit 
for extra money. Some of the action 
screens will also have a boss at the end of 
the scene, 


SHOWDOWN — attne end of the day, 
you'll usually have to face one member 
of the Bad Oil gang in an old-fashioned 
quick draw gunfight. As you face down 
your adversary, watch for the “Draw” 
icon, which is shaped like the cylinder of 
a revolver, to appear. Quickly shoot the 
icon, and then get your opponent in your 
sights and blaze away. Speed and accura- 
cy are most important in this scene. 


noe sepreye 
BUNUS OUALENS 


on your performance. The bonus screen will help you pick up 
large amounts of money. 


You can access special bonus screens based 


SHOOT STARS 


Note: Try to get as many dollars as possible. Tin Star has different end- 
ings based on how much money you have at the end of the game. 
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lar, you will progress through the days of the week as you protect East Driftwood from the Bad 
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COACH RIDE — zour con® ride into 
town is an eventful one 8° you run into 
ch of outlaws. There 55S poss; 


‘Joe Twidaley, WhO gnust defeat to make 
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and he’s out f0F revenge! 
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ge biggest cheaters 
around. Watch out foF any tricks he might 
pull during the showdown. 
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Tin Star 
Tin Star is the complete good guy. He is 
tall, handsome, virtuous and, maybe, a bit too 
big for his britches. He’s not the most intelligent 
robot in town, in fact you may say he runs about 
a quart low much of the time, though he has a 
good “heart.” He loves to shoot, and he has no 
limit of bullets when it comes to his favorite past- 
time. If he’s not cleaning up the town, you can be sure 
to find Tin Star on a coffee break. 
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ready when Tin Star 
calls, If speed is the 
question, then Aluminum 
is the answer. Outracing cattle 
stampedes is easy for this fine specimen of 
equestrian strength. Hi Ho! 


» @ 
Bien 
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faithful sidekick and righthand man. Mo 
often helps Tin Star when he needsto be steered in 
the right direction. His brother is Schempy and the 

two of them have been feuding ever since that extor- ZS 
tion incident back in the second grade... 


Maria Bean 
The virtuous daughter of Judge Soy Bean. She is in love with 
Tin Star, but he is much too busy dealing with outlaws to 
have time forliér. No matter what trouble may befall our 
hero, Maria will stand by him because she knows only a “pb = 
good guy could have a chin like Tin Star's. 


Judge Soy 
Bean 

The dignified mayor of 
East Driftwood. He is 
eloquent and always 
ready to give a 

speech, He has been try- 
ing to get the train to make stops at 
East Driftwood for a long time. He is 
the proud father of Maria, the belle of 
the town. 


Undertaker 
The town undertake has his tape measure handy. He's prepared for any incidents that might 
take place in and around East Driftwood. He'll be checking measurements after your ruins with the 
Bail Oil Gang. He'll let you know how you did in each of your battles by awarding you points; He also 
checks the damage you do to the town, and charges you accordingly. 
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Black Bart 
The mean, evil leader of the 
Bad Oil Gang. He will try any- 
thing to keep control of East 
Driftwood. Black Bart is not known for his 
good manners or his hygiene. His gang has a 
tough time just hanging out with him sometimes, especially 
when they are downwind. Black Bart likes to have members of the gang fight his 
battles for him, though he is one of the fastest guns in the West. 


Schemp Crash 
Mo's big brother, and Black Bart’s main henchman. Schemp says 
that he is the favorite of Ma Crash, but Mo is always ready to 
challenge that claim. Schemp and Mo never get tired of trying to 
insult and outdo each other. 


Tiny Johnson 
The first of the Johnson brothers that 
‘you must face. The trouble all starts with 
Tiny’s prize geranium getting broken by Tin Star. 
This big, sensitive fella is not very quick on the 
draw, but he is very accurate. 
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J 
The second Johnson brother you face. As with 
many brothers, he tries to keep an eye on his 
younger siblings. He's out to take care of Tint 
Star for Tiny. Bugsy is an average gunfighter, 
but he likes to cheat so watch out for his tricks. 


ee —— 
Lucky J The Kid 
Another Johnson brother that challenges Tin .@ Johnson 
Star to a showdoun. Lucky wants to avenge his The last Johnson brother you 
two brothers and Tiny's geranium. Be careful must face. This mysterious gun- 
with Lucky because his much of his reputation fighter is said to be the fastest 
is based on his amazing luck instead of skill. ‘gun in the west. This could be 


Tin Star’s toughest challenge! 


Snake Oil 
Another member of the Black Oil gang that is Crude Oil 
not happy about what Tin Star did to Tiny's One of Black Bart's best gunfighters. 
geranium. Snake Oil is a tough talker and a Beating Crude Oil requires lightning 


real quick draw, but he’s not very accurate. reflexes and pinpoint accuracy. 
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Some of your enemies fire quickly, others wait. 
Take out those that fire first. 


ENEMIES THAT APPEAR CLOSE TO YOU WILL 
DO MORE DAMAGE THAN THOSE FAR AWAY. 


ILN SOME STAGES, ENEMIES MAY APPEAR 
IN THE DISTANCE, SO KEEP YOUR EYES 
OPEN FOR MOVEMENT ON THE HORIZON. 


When Tin Star is riding or walking 
through a stage, his progress slows if he is 
continually firing. If you are not firing, he 

will move quicker. 


Ir you ane usine tHe Mouse 
CONTROLLER, KEEP THE CURSOR MOVING A 
BIT DURING THE GUNPIGHT SCENES SO THAT 

YOU GAN REACT QUICKER. 
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CAUTION: This Nintendo game is not designed for use with any unautho- 
rized copying device. Use of any such device will invalidate your Nintendo 
product warranty. Nintendo (and/or any Nintendo licensee or distributor) is 
not responsible for any damage or loss caused by the use of any such 
device. If use of such device causes your game to stop operating, discon- 
nect the device carefully to avoid damage and resume normal game play. 
If your game ceases to operate and you have no device attached to it, 
please contact your local authorized Nintendo distributor. 


The contents of this Caution do not interfere with your statutory rights. 


WARNING: Copying of any Nintendo game is illegal and is strictly prohibited 
by domestic and international copyright laws. “Back-up” or “archival” 
copies are not authorized and are not necessary to protect your software. 
Violators will be prosecuted. 


This manual and other printed matter accompanying this game are also 
protected by domestic and international copyright laws. 


The rental of this game without permission of Nintendo or its licensees is 
strictly prohibited. 


For further information or assistance, please contact: 
Nintendo Consumer Assistance Hotline 
1-800-255-3700 (U.S. and Canada) 

Or your local authorized Nintendo distributor. 
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Warranty and Service Information 


3-MONTH LIMITED WARRANTY 
(For Hardware, Game Paks & Accessories) Nintendo of America Inc. ("Nintendo") warrants to the original pur- 
cchaser that the product (hardware, Game Paks and accessories) shall be free from defects in material and workman- 
ship for a period of three (3) months from the date of purchase. If a defect covered by this warranty occurs during 
this three (3) month warranty period, Nintendo will repair or replace the defective product or component part, at its 
option, free of charge. 


ADDITIONAL 3-MONTH LIMITED WARRANTY 
{Hardware Only) Nintendo warrants to the original purchaser that the hardware product shall be free from defects 
in material and workmanship for an additional three (3) months beyond the original 3-month warranty period 
described above, If a defect covered by this warranty occurs during this additional 3month warranty period, 
‘Nintendo will repair the defective hardware product or component free of charge. The original purchaser is entitled to 
this additional 3month limited repair warranty only if the Consumer Proof of Purchase Card (attached to the hard- 
ware packaging when sold) is returned promptly after the date of purchase to Ninterido by the original purchaser or 
the original purchaser's retailer. 


WARRANTY SERVICE OR REPAIR/SERVICE AFTER 
EXPIRATION OF WARRANTY 

You may need only simple instructions to correct any problems with your product. Call the NINTENDO 
WORLD CLASS SERVICE® Consumer Assistance Hotline at 1-800-255-3700 rather than going to your 
retailer. Hours of operation are 4 a.m. to Midnight, Pacific Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pacific 
Time, on Sundays (times subject to change). If the problem cannot be solved over the telephone, you will be referred 
to the nearest AUTHORIZED NINTENDO WORLD CLASS SERVICE® Center or you will be offered express factory ser- 
vice through Nintendo. You also may refer to your yellow pages directory under the heading of Video Games - 
Service & Repair for the nearest authorized service location. In some instances, it may be necessary for you to ship 
the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NONLICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND 
POWER SUPPLY DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR 
TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES 
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAD THE SERIAL NUMBER ALTERED, 
DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR- 
TICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 
MONTHS OR 6 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR 
INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES 
DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL 
OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights, and you may also have other rights which vary from state to state. 
Nintendo's address is as set forth on the back cover of this manual. 


This warranty is valid only in the United States. 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. privreo in sapan 


